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From The Editor 

elcome to Issue #9 of the SMITE 
Wie Magazine, the final issue 
in 2014! This year has been amazing for this 
project and The GameOn Magazine as a whole. 
The SMITE community has really grasped this 
project with both hands and ran with it! 

This month we've produced two different 
magazines for the SMITE community. The one 
you are currently reading and a special eSports 
edition in celebration of the SMITE World 
Championship (SWC). This is available in both 
digital AND physical form and will be releasing 
on the 9th Jan, 2015. The physical copy is only 
available from the SWC, but anybody can get 
their hands on the download version for free! 

As for this issue; it’s packed to the brim 
with fantastic content as per usual. We 
take a closer look at Ao Kuang’s new kit, 
see what happens in Chapter 3 of Broken 
Time, and theorise a new god , Ruohtta. 

| won't keep you any longer, so sit back, 
enjoy, and we'll see you in 2015! 


Steve Greenfield Kris West 
Managing Director Editor 
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The Odyssey has now been completed with STATISTICS FROM THE ODYSSEY 


a total of 21 purchasable items. These in total 

cost ~8,700 gems but will get you 5 exclusive Only 26,000 players have 

items for purchases different amounts of Odyssey completed the Odyssey. 

items and, on top of this, each Odyssey purchase In total, six million players helped 

grants a Chest roll. That’s 48 items in total! to support the SWC through it. 
Along with all of these fantastic items, In total, users were awarded with 

the community has managed to crowd- 959,000 free Odyssey chest rolls. 

fund over $2.4 Million for the SMITE World The most purchased icon was the 

Championship prize pool, making it currently Mesoamerican Ballgame. 

the third biggest eSports prize pool in history! The least purchased item was the 
If you want to get your hands on all this Nerd Rage Cabrakan skin. 


gear, be fast because you've not got long! 
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SMITE 101: CLASS 
FOCUS: HUNTERS 


BY DERRICK ANCODY 


Dealing damage and leaving carnage in their wake, aimed from a distance 


and never standing in your face. Those are the Hunters of SMITE. 


s ranged physical 
gods with amazing 


mobility, control, 


and just sheer power, they 


rock the battlefield and almost 
always leave their opponents 
in shock and awe. Hunters are 


one of the 5 classes of SMITE, 


and while they're dependent 


_ on items and lack a range of 


build, they will hit excruciatingly 


hard if you decide to box one. 


Commonly classified as 


“ADC,” Attack Damage Carry, 


hunters play the role of ranged 
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cannon, require more accuracy 


than Assassins and usually more 


just general “jack of all trades” 


type gods. Due to each individual 


mobile than warriors. Hunters play being unique they are also unique 


the “sniper” role on the battlefield, 
they shoot from a distance and if 
they hit, they hit HARD. Within the 
SMITE roster of hunters there are 
9 unique hunters; Ah Muzen Cab, 
Anhur, Apollo, Artemis, Cupid, 
Neith, Rama, Ullr and Xbalanque; 
each bringing their own dynamic, 
power and play style to the 
Battleground of the Gods. Some 
Hunters are harder than others to 


play and master while others are 


in what game modes they can 

play well and in which modes they 
struggle to keep up. Xbalanque for 
example fits the Arena type more 
than Conquest due to his lack of 
farm ability as his early game is 
fairly weak. Whereas Apollo, a top 
tier Hunter, is capable of playing 
any game mode. Usually a top ban 
or pick he can outfarm and usually 
outplay any other hunter with his 


insane control, mobility, and power. 
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That is not to say that certain 


Hunters are completely incapable 
of playing certain game modes, it 
would just be harder to play when 
facing another hunter who has 


an advantage due to their kit. 


GAME MODES AND 
HOW TO PLAY! 


Conquest: Hunters in 
Conquest are late game carries; 
when the Jungler usually falls off 
during mid game (10-15 minutes 
in) is when the Hunter usually 
picks up and begins to deal 


enough damage to keep the team 
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consistent. Hunters head to the 
duo lane [the lane with the towers 
farthest from each other, Chaos 
side it would be right, Order side 
would be left) with the Support. 
Early game starts with Death's 
Toll and, depending on Hunter, 
either start building into Devourers 
Guantlet or Transcendence, which 
increases mana with each stack, 
max 50, and 3% of your mana is 
converted into physical power. 
Transcendence’s Passive helps 
due to some Hunters like Ullr, 
Artemis being mana hungry; it 
does sacrifice lifesteal for mana 


but overall does work very well 


and keeps you in lane longer. 
Devourers Gauntlet gives you .5 
physical power and .25%:physical 
lifesteal per stack, max 50. This 
item Is ideal if you are able to 
manage your mana well thus all 
you need to worry about is health. 
Before heading into lane proceed 
to get your mana buff which is 
an absolute necessity due to 
Hunters needing to keep up in 
lane. You should back only when 
it is most necessary so as to not 
lose out on gold and experience 
(exp) and not fall behind. Focus 
on farming for your early game, 
killing minion waves for gold 
and exp in order to advance your _ 
god is extremely important. Your , 
farm would not be as strong as 
Assassins such as Thanatos, 
as they have an entire jungle to 
themselves and they would be 
mostly uninterrupted. Farm farm 
and farm, farm exp.and gold for 
if you fall behind as a Hunter you 
put your team at a disadvantage 
for they lack the damage needed if 
the other team’s hunter is ahead. 
Arena: As the arena Meta 
goes jungle buffs are not a huge 
gamechanger, for Arena is just 
an all out team fight. For Hunters 
here it is about placement. Try 
to hit and not get hit, hit from 
afar and concentrate on a single 
target; the target to focus would 


usually be the one closest to you. 
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Here Hunters stick back until 
their late game, which in Arena 
could be as soon as 10 minutes = it 
all depends on how intense the 
‘fighting is, and once they get the 
core items, they begin to really 
shine and do amazing damage. 
Core items may differ between 
builds but overall follow the same 
skeleton; the standard being 
crit and penetration (Dev Gaunt, 
Deathbringer, Rage, Executioner, 
Titans Bane, Warrior's Tabi). 
Assault: Here it is straight 
dvo action, your team versus 
the enemy team. If you have 


been deemed the Hunter by 


18 The SMITE Community Magazine Issue #9 


SMITE’s God selection then you 


essentially follow the same path 
as Arena: hit and do not get hit. 
In this game mode however it 

is about trying to stay alive as 
long as you can and dying in any 


way possible as to not give the 


_ Opposing team an advantage. 


Siege: Following the general 
Conquest design, here Hunters 
lane for farm early game and learn 
to stop relying on their Support. 
You even learn to fight alongside 
some other god that would not 
be support based, like a Mage or 
Jungler. This mode is not so much 


about getting fed as it is about 


ei 


keeping yourselves alive. Within 
this mode buffs play a major role in 
early game, for backing too much 
will cause you to fall behind, and 
when Hunters fall behind all they 
become Is poke material, poke 
being just chipping away with your 
basic attacks and doing no real 
damage. Late game for Hunters is 
all the same, straight up face melt 
if you decide to fight one head on. 
Joust: Although hunters are 
not as prevalent within this game 
mode they still exist. They tend 
have weak early game here as 
well as lane presence due to the 


mana buff going to the mage; thus 
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needing to back more if they waste __ within the 1v1 meta due to his needs to be as random as 
mana and their lane presence ability to be one of the few hunters __ possible. This build produces high 
not comparing to that of their to be able to fight on his own. numbers with consecutive hits. 
conquest play. Their late game The other, The Unicorn, throws 
makes an immense difference, BUILDS: UNICORN VS CRIT. RNG out the window and keeps 
they pull out huge numbers. constant high numbers. Let’s 
The one short lane puts them It is common knowledge take a slightly deeper look at 
at a good advantage after they that one can play any Hunter what makes these builds tick. 
hit 20 for they hit hard and their using the same build and remain Crit: Consisting usually of 
opponents have no real place to successful, keeping up kills and Devourer Gauntlet, Warrior's Tabi, 
go, so Its either kill or be killed. dealing damage. Thus Hunters Executioner, Rage, Deathbringer, 
1v1: Farm, farm, farm. stick to a few set builds, usually and Titan’s Bane, this build relies 

Hunters in general have great including lifesteal and penetration heavily on SMITE’s RNG *Random 
solo lane potential if you can with a side of crit for beautiful Number Generator* to hit hard 
manage your mana correctly. high numbers. However, over the with huge surprising numbers 
Keep up farm and only attack timespan of SMITE a few new with enough attack speed to get 
when necessary. Once the Hunter builds for Hunters have been one in and out. Usually focusing 
receives enough gold the lane developed, the most prevalent on basic attacks, as all Hunters 

_ would be pretty much theirs being Unicorn builds. The standard do, with a crit build your crits 
as long as they do not engage Crit Build depends on RNG, would hit for 200% the base 
(attack) haphazardly. A good Random Number Generator, damage, meaning, based on your 
example of a viable 1v1 Hunter an in game algorithm used in luck you will hit 2 times harder 
is Ullr. Ullr is a prevalent hunter computing when an outcome than a regular basic attack. 


ae el 2 


. 4 - 


12. The SMITE Community Magazine Issue #9 The GameOn Magazine 


Unicorn: Consisting usually 
of Devourers Gauntlet, Warrior's 
Tabi, Qin’s Sais, Asi, Brawlers 
Beatstick and Titans Bane, this 
build relies on stable numbers 
over RNG. Developed by Krett, 
this build throws away crits 
completely and focuses on Qin’s 
Sais and physical penetration. The 
passive on Qins, which increases 
damage dealt to Gods equal to 
9% of their maximum hp, works 
off penetration for better results 
without the crits, essentially 
trading high crit numbers for 
faster and stronger base attacks. 
Less RNG more dependable 
and recurring numbers. 

Both of these builds work 
out brilliantly late game. Unicorn 
doing guaranteed damage and 
crit doing rng based damage. Its 
really down to preference of what 


build you want to go with. But if 
The SMITE Community Magazine Issue #9 


you want to read more in depth... 
| would suggest going to Smite 
Central ai reading “Professor — 
Proxy — Advanced Class: Unicorn 
Vs. Crit,” because to be honest 
we haven't even broken the ice 


on these two advanced builds. 


META FOR HUNTERS. 


Within SMITE currently 
everyone can see which Hunters 


shine and which struggle to keep 


9: XBALANQUE 


Pros: Extremely hard to 
hit, reaches very far with his ULt 
which provides great utility and © ; 
Crowd Control (immobilizing 
your opponent(s]), his Poison 
Darts does immense damage 
over time and also slows 
opponents, speedy, permanent 
power boost from passive. 

Cons: Weak wave clear 


which cripples his experience and 


“WITHIN Se SEE WHICH 


HUNTERS SH SHINE IND WHICH 
STRUGGLE TO KEEP UP! 


up. Here we shall discuss this 
in a countdown-like manner, 
addressing both pros and cons 


to each Hunter. Time to begin! 


gold farm, attack chain as well 
as kit requires a skilled hand to 
be played well, overall hard to 
pick up and a struggle to keep up 


against another Hunter in lane. 
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= 
8: AH MUZEN CAB 


Pros: Shoots faster than a 
machine gun late game, “Bees!” 
does immense Damage Over 
Time (DoT) and spreads from 
target to target, attack speed Is 
increased by his hives and his 
stinger makes for Ults every 30s. 

Cons: Much like Xbalanque 
he has weak farm due to his bees 
doing generally less damage 
than other Hunter wave clears, 


extreme lack of mobility which 
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general weak early game, 


easy gank target by assassins 


attacking from the jungle. 
7: CUPID 


Pros: Can sustain himself 
in lane with healing, passive 
hearts provides stuns if landed 
and Area of Effect damage with 
his one, his Ult is an AOE ground 
target that slows and if placed 


right can clear a teamfight. 


Cons: Although mobile 
and given slightly more wave 
clear than the previous two he 
does not get played often due to 
having to stack with your auto 
attack to actually secure kills 
sometimes. His Crowd Control 
can be easily countered, and his 


steroid Is built into his escape. 
6: ARTEMIS 


Pros: traps can prevent ganks, 
provides immense CC with her 
Calydonian boar. Crit built in to 
her Passive grants her immense 
damage early game, meaning you 
need to watch for her poke, her 
“Calydonian Boar” and “Vengeful 
Assault” combo could eradicate 
any god any day if aimed right. 

Cons: No mobility, 


weak wave Clear. 
5: NEITH 


Pros: Has a root built into her 
“Spirit Arrow,” healing built into 
her “Unravel,” extreme mobility 
with her “Backflip,” plus enhanced 
skill capabilities with her “Broken 
Weaves’ Passive, adding on to 
that an undodgeable Ult that could 
kill any visible god on the map. 

Cons: Has to use backflip to 
clear early game, meaning her 
escape is used and on cooldown 


for a bit making her vulnerable, 
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once backflip is used her landing 
spot can be easily determined, 
Ult can be stopped by body 
blocking, and is very vulnerable 


while casting “World Weaver.” 


4: ULLR 


Pros: Basically two gods 


in one thanks to his Ultimate 


(® patrZon suPPoRTED ADVERT — 


SPIFFSINISTER 
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“Wield Axes/Wield Bow,” giving 
him two kits, a melee with his 
axes and ranged with his bow. 
Extremely mobile, high power, 
high speed, and far reach. 

Cons: Switching stances 
removes previous abilities, no real 
Ultimate, requires a steady hand 
and quick reflexes because it takes 


a lot of skill to land his abilities. 


3: ANHUR | 


Pros: Built in penetration due 
to his passive “Enfeeble,” next to a 
wall? STUN! Thanks to the control 
given by “Impale.” High mobility 
as wellas “Shifting Sands” 
providing a slow to enemies and 
Anhur does more damage to 


those unfortunately in it. Strongest 


nthe 
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early game of any hunter due 
to his “Shifting Sands” damage 
bonus to target within the ability. 
Cons: Slow for most 
Hunters, his stun is hard to aim 
with “Shifting Sands” and may 
sometimes be used In ways that 
would help the enemy escape, Ult 
“Desert Fury” falls off late game. 
Generally one of the worst late 
games for Hunters as his “Impale,” 
his main ability, stun combo Is 


fairly hard to land in a team fight. 
2: RAMA 


Pros: Late game attack speed 
steroid that will kill enemies before 
they figure out what happened, 
Astral arrows go through walls 
and he has the best early 
game wave clear, his 3” Rolling 
Assault” provides a cripple, 
and his Ult, “Astral Barrage,” is 
beautiful for sniping enemies. 


Cons: His dash is based 


on the direction you're holding 


—_ 
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on the keyboard, each “Astral 
Arrow’ costs mana making him 
mana hungry, Ult sticks him in 
one place and, unlike Apollo, 
cannot be used to escape unless 
you have incoming teammates, 


also very hard to aim right. 
1: APOLLO 


Pros: Jack of all trades, 
3 CC abilities: Knock Up with 
“The Moves,” “Serenade” (stun 
interrupted by damage) and 
“Across the Sky” provides yet 
another knockup. With his Passive 
offers immense attack speed 
usually saving an Apollo ina 
boxing match, Global Ultimate, 
an ultimate that allows him to 
travel the entire map based on his 
mana; increased speed with his 3. 
Cons: Passive shots can be 
wasted by missing, lower wave 
clear potential early game, Ult 
drains mana constantly so it will 


take its toll on your potential to 


escape if you Ulted in to a mistake, 
Ult is used for an escape rather 
than an initiate in early game. 
Conclusion: Hunters are 
ranged Gods to be played by 
those with steady hands, who can 
aim well and keep calm under 
pressure. Essentially the sniper 
that attacks from a distance 
while taking as little damage as 
possible; Hunters shine during 
late game due to their immense 
damage that will help your team 
in teamfights. They are hard to hit 
and they hit hard, but can easily be 
countered by hard Crowd Control 
such as Ymir’s “Frost Breath,” 
as well as awkward placement. 
My advice, as a Hunter myself, 
is to keep practicing and never 
give up, those shots made are 
well worth it and without Hunters 
SMITE would be a damage lacking 
world. Keep shooting and until 
next month, keep SMITING! m 
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WHO IS AO KUANG? 


By Timothy Tian ~~~ 


Dealing damage and leaving carnage in their wake, aimed from a distance 


and never standing in your face. Those are the Hunters of SMITE. 
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LORE during others, they cemented Kuang desired utmost worship 


their statuses as kings and left from the people. At this time, Ne 

rom the dragon slain no sea without their command. Zha, playing by a stream, shook Ao 

by St. George to the Of the four Dragon Kings, Ao Kuang's palace. Needless to say, 

dragon-esque Hydra Kuang, The Dragon King of the the king did not require anything 
as dragons have always been as the king of kings. According to slay the demigod boy, both a scout 
mythical beasts depicted as the 16th-century Chinese novel, and Ao Kuang’s own son were 
powerful and majestic no matter Fengshen Yanyi, there was a time slain instead at the hands of Ne 
their origin. Out of all these when Ao Kuang, so proud and Zha. Enraged by Ne Zha’s actions, 
dragons, there were four that stood greedy, enjoyed his reign through it was intended that the matter be 
out, watching and controlling the the disruption of the peace of brought before the Jade Emperor, 


seas of the world. They were the 


Chinese Dragon Kings, Ao Chin, 44THE TELEPORTATION WORKS 
Ao Jun, Ao Shun and Ao Kuang. VERY MUCH LIKE THE BLINK ACTIVE, 
Each took pleasure in their control INSTANTLY TRANSPORTING YOU 
of the waters of Earth as well as A SHORT DISTANCE FORWARDS.99 


the distribution of rain, mainly due 

to their importance to mankind. Earth. Droughts and storms were — for Ao Kuang sought justice. 
Sought out in times of need, from sent with nary a flick and in turn, Instead, on that day, shame took 
the miseries of drought to the resulted in the mass losses of the place of pride in Ao Kuang as 


destruction of floods, and feared humankind. All this because Ao Ne Zha managed to hold Ao Kuang 
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at his mercy. Like a day in the 
open deserts of Egypt, Ao Kuang 
burned further with rage as he 
was forced to flee. Maybe one day, 
Ao Kuang will get his revenge on 
that boy. Maybe one day, Ao Kuang 
will once again be feared by the 
people during his tenacious reign. 
And that day may have finally 
arrived as Ao Kuang returns to 
the battlegrounds of SMITE as a 


melee, sword-wielding mage. 


ABILITIES 


Before we go on with Ao 
Kuangss kit, it should be known 
as to why the word ‘re-enter’ 
was used in the previous section. 
The Dragon King of the Eastern 
Seas has already been very fondly 
recognized by the community 
before this release. For the newer 
players out there, Ao Kuang was 
previously portrayed as a dragon 
with his moves being the current 
kit of the Mayan ‘Serpent of the 
Nine Winds’, Kukulkan. Therefore, 
this newly introduced Ao Kuang 
can be seen as a complete 
remodel of the god both visually 
and kit-wise. And now, let’s move 
on to Ao Kuang’s new skills. 

His passive is known as 
King’s Sword. When playing Ao 
Kuang, a sword with 3 tiers can 
be seen on the bottom left of 


the screen. Each tier represents 


an Energy Charge which can be 
stored. These charges regenerate 
automatically over 5 seconds while 
Ao Kuang is out of combat. There 
are 2 purposes to these energy 
charges. First, the damage of any 
ability that Ao Kuang casts will 
be increased by 5%. Second, the 
energy charges will be used to 
cast abilities when Ao Kuang is out 
of mana. This passive is useful in 
which Ao Kuang can further dish 
out more damage per ability and 
it also provides a decent amount 
of sustain making him able to stay 
out on the fields a little longer. 
Staying true to his main 
element, Ao Kuang’s 1st ability, 
Water Illusion, allows him to place 
a watery form of himself while 
teleporting forward and going into 
stealth a short distance away. He 
can stay in this stealth form for 5 
seconds unless he attacks or gets 
attacked. Activating this ability 
again will detonate the watery 
form of himself much like Scylla’s 
Crush ability. The detonation 
will then deal damage of 
90/140/190/240/290 +70% of your 
magical power. The teleportation 
works very much like the Blink 
active, instantly transporting you a 
short distance forwards. With good 
positioning, the cooldown of 15 
seconds should not be a problem 
when escape Is necessary. | find 


this ability to be a really good 
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escape tool or when you are 


chasing down a fleeing enemy. The 


basic attack. The dragons will stay 


by Ao Kuang’s side for 10 seconds 


SS SSS 


magical damage at max rank 


while dealing ranged damage will 


; oe 


SY 


combination of the ‘Blink’ anda or until used up. Activating the provide a 360+15% increase In 


mechanic similar to Loki’s vanish ability again will provide another damage. Only half of the potential 


when Ao Kuang Is in stealth makes — effect. Any remaining dragons damage will be done if a ranged 


it difficult for him to get caught will be sent towards the target attack is dealt. Therefore, it will 


ina 1on1 position. As any other in a ranged attack. The first always be a good Idea to go for 


similar escape abilities, | would not enemy hit will also be slowed the basic attacks first before the 


recommend using this abilityas an by the dragons, probably biting ranged version of the ability. 


initiator as Ao Kuang is a squishy and pulling the poor fellow back. With the community's sadness 


mage unless you are confident over the loss of ‘A Mighty Storm!’ ( 


Damage done shown in Figure 1. 


Attack Damage: 40/60/80/100/120 +30% of your 
magical power for each dragon. 


with your relative skill level 
compared to the opposing player. 
ering MleetailoS aie a Ranged Damage: 20/30/40/50/60 +15% of your magical 
the Dragon Kings, Ao Kuang can oe 
power for each remaining dragon. 
Slow: 30% slow over a time of 15 + 0.25s 
for each remaining dragon. 


Figure 1. 


cast his 2nd ability, Dragon Call, 


to summon 6 dragons to his aid. 


With every successful basic attack 
landed by Ao Kuang, a dragon will 


be called upon to dive towards the For the maximum amount of previously Ao Kuang’s catchphrase 


target to deal additional damage dragons, dealing melee damage when channelling his tornadoes), 


on top of the base damage of the will provide a further 720+30% the new Ao Kuang returns with 


Cn 
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‘A Mighty Sword!’ in the form 

of his 3rd ability, Wild Storm. A 
straightforward cone ability, there 
is nothing much to say here. Ao 
Kuang will release a storm of 
lightning from his sword dealing 
damage of 90/140/190/240/290 
+50% of your magical power. Two 
important things to note here Is 
that this ability is considered a 
basic attack and will therefore 
activate item effects. Being a basic 
attack, his dragons will also be 
triggered. Core items usually built 
on Ao Kuang such as Demonic 


Grip or Hastened Fatalis has a 
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passive that Is triggered by basic 
attacks and this ability will lend 
itself to triggering those passives. 
The second thing to note is that 
the cooldown of this ability is a 
mere 5 seconds! Use this to your 
advantage by constantly poking 
your enemy whenever possible. 
The recharge time of your passive 
(5 seconds} would complement 
this ability quite nicely if you run 
out of mana on the battlefield. 
Now, we move on to Ao 
Kuang's ultimate and what an 
ultimate it is! There was a video 


prior to his release providing a 


SSSI Hg gg TT go ug gg ggg Ty WR 


a ww 


sneak peak to his abilities. When 
that 4 button was pressed and Ao 
Kuang revealed his true form, | 
just awed in stare... | mean stared 
in awe. What | saw before my eyes 
was probably the most visually 
magnificent sight | have seen in 
the game thus far but I'll let you 
find out on your own. Right now, 
lll go over the statistics of the 
ability. When activated, Ao Kuang 
will grab the enemy in front of 
him at melee distance and deal 
damage while knocking them up 
into the air. No, not a Bacchus 
‘Belly Flop’ knockup. More like 

a Kumbhakarna ‘Epic Uppercut’ 
knockup. Now, this is where it gets 
interesting. If the target is under 
a health threshold (35% at max 
rank], Ao Kuang will reveal his 
true form of a dragon, the ‘King 
of the Eastern Seas’, and execute 
them very much like a reverse 
version of Thanatos’ ultimate. 


While in the air, he will then be 
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able to choose a new location to 
land, dealing damage when he 
does and also fully refueling his 


sword. Stats are shown in Figure 2. 


90/140/190/240/290 +50% of your magical power 


experienced Ao Kuang, very much 
reminiscent of how Kali brings 
down the guardians as well. Moral 


of the story, get into the fight, doa 


Landing Damage: | 100/150/200/250/300 + 50% of your magical power 
Execute Threshold: 23/26/29/32/35% of full health 


Figure 2. 


GAMEPLAY 


Ao Kuang’s kit is interesting 
as a whole in which there is not 
much synergy between his abilities 
unlike a large majority of the other 
gods. There is no particular order 
to cast his abilities where you 
will get the maximum potential 
out of him. Being on the low 
side in terms of health and also 
ranged abilities means that Ao 
Kuang relies on heavily on doing 
damage fast and retreating just 
as quick. What he lacks in those 
departments though is made 
up for by his damage output. He 
is capable of tearing down even 
guardians In a few seconds, alone 


no less, if played in the hands of an 


@ The SMITE Community Magazine Issue #9 


lot of damage, get out of the fight 
before you get put out of the fight. 
Core items that would 
normally be built on Ao Kuang 
would include Demonic Grip 
and/or Hastened Fatalis. Heavily 
reliant on his basic attacks in 
unison with Dragon Call, attack 
speed in the form of those items 
would assist greatly in dishing out 
the damage that much quicker 
and with Ao Kuang, speed is 
important. Building cooldown 
items such as Shoes or Focus or 
Breastplate of Valor on Ao Kuang 
also presents Itself as a viable 
option. The escape and/or initiation 
opportunities through Water 


Illusion is too good to pass up. 
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TEAMPLAY 


Proud and self-reliant as 
always, Ao Kuang does not play 
a big part in teamplay. Expect to 
see him enter the battle a la Loki. 
Starting off with Water Illusion, 
he can enter a team fight without 
being seen and immediately lay 
out damage before the enemy 
even realizes the situation he or 
she may be In. His one and only 
crowd control from the slow in his 
3rd ability may help in securing 
kills for his team mates or more 
often, to secure kills for himself. 
If you have Ao Kuang as a team 
mate, try to provide as much stall 
time as possible for him before 
he needs to get out of the fight. 
Any form of crowd control, soft or 
hard, may deter an Ao Kuang from 
his mission of dealing massive 


amounts of damage. Purification 


44 HEAVILY 
RELIANT ON HIS 
BASIC ATTACKS 
IN UNISON WITH 
DRAGON CALL99 


The GameOn Magazine 


Beads or Magi’s Blessing would 
be good items to purchase If you 
expect to be in team fights a lot. 
It would only take a 1 second 
stun to take you out due to your 
low health and also the fear of 
the current state of Ao Kuang. 
However, do not forget that he also 
has great escape potentials from 
his 1st ability and his ultimate 

(if used when enemy is under 
the threshold] so don’t be too 


afraid of entering a team fight. 


ROLE 


When we think of a mage in 
SMITE, a ranged, magical god 
first comes to mind. With this new 
patch though, Ao Kuang becomes 
one of the few exceptions to this 


rule similar to the case of Freya, 
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being a melee mage. While most 
mages can be seen in the mid or 
solo lane, Ao Kuang tends to be 
more often played with success 
in the jungle like the typical 
assassin. With Wild Storm under 
a short cooldown, Ao Kuang 
should face no particularly tough 
problems while clearing jungle 
camps. Water Illusion also allows 
him to traverse relatively quickly 
between lanes through the jungle. 
The only situation where | would 
use Water Illusion as an initiator 
would be during the situation of 
ganking which will present itself 
quite often as the team jungler. 

Playing Ao Kuang in the solo 
lane would also be possible but 
he may face difficulties early on 
in the game due to the lack of 


a wave clear. The cone on Wild 


Storm will not cover the entire 
wave and sustain from his passive 
only kicks in when he runs out of 
mana. During that time, it may be 
too late to provide anything useful 
to the table at all. The mid lane 
would provide the same problems 
to Ao Kuang if not worse. Heavily 
pushing gods will be present here 
and Ao Kuang will get outpushed. 
Health and mana pots as well as 
Hand of the Gods may provide 
invaluable assistance here. 

Now go. Go and once again 
strike fear into the hearts of 
those who dared oppose Ao 
Kuang. It is time to shed all 
past embarrassments and 
show them the true form of 
the Dragon of the Eastern Sea. 


Where is that boy, Ne Zha? = 
By Timothy Tian 
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BROKEN TIME: 
CHAPTER 3: 
DIMINISHING 
FRAGILITY 


By Jorg van der Velden ~~~ 


Caught between the unraveling timelines that seem to dance and swirl around him, Chronos’ panicked 
mind is desperately looking for any form of certainty, however small it might be. Every corner of his psyche is 
screaming for the depressing predictability that was his existence a mere couple of days ago. The lord of time no 


longer feels he is its master, but its servant, powerless to shape the events and completely at its mercy. 


e stumbles upon the the fear, allowing a semblance of and pendulums that make up 
beginning of time in rationality to return. The paralyzing the structure of his belfry as he 
the rampaging time thoughts turn into words of crawls out of the prison that the 
lines, and one of the few truly action, a shimmer of confidence horror of his discovery created 
happy moments in his existence, filling the empty pit in his chest. in his thoughts. His limbs slowly 
a joyful memory he has forgotten The churning ribbons of relax, sore and painful from being 
through the ages. The world time fade from his view, being rigid and tense in his anxiety. 
was still just the world egg, the replaced by the familiar cogs Only after fully escaping from the 


only conscious beings were him 
and Ananke, lady inevitability. 
They merged with the world egg, 
reveling in the happiness of each 
other's presence and the powerful 
act of creation, birthing the 
primordial gods that would create 
the world and life as we know it. 

Chronos latches onto this 
memory, this perfect moment, and 
fights back against the limbo that 
is his scattered, panicked mind. 


His desperate grip on the memory 


sluggishly but steadily pushes back 
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cage of dread does he notice the 
ethereal image of Janus in front of 
him, illuminating the gears with a 
soft golden and turquoise light. 
He touches the sigil that 
activates the image with the tip 
of his finger, the slight movement 
taking more effort than any 
action has ever had. As his arm 
limply falls back to his side, the 
light around the sigil intensifies 
before bursting and the spectral 
appearance of the Roman 
primordial begins to speak, its 
body endlessly moving in the 
Same manner as the real Janus. 
“| see you have awakened 
from your mental ordeal.” 
The excessively polite voice 
reverberates loudly through the 
chamber, causing Chronos to 


freeze it with a quick wave to allow 
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his sensitive ears some time to 


adjust to the volume. He unfreezes 
the image after taking a deep 
breath, bracing himself against 
the auditory assault. “Once you 
have activated this projection | 

will receive a notification of your 
return,’ the image continues, 
causing the Greek deity to 

flinch. “In the mean time | will 


be looking into the unfortunate 


excited, unintentionally raising 

his voice with each spoken word. 
Happy that the shrill message 

is over, the lord of time closes 

his eyes and prepares himself, 

steeling his nerves for the sight 

that will greet him the moment 

he will step on the dais in front 

of the archway. A faint sense of 

panic is growing in his chest, 


immediately taking it into a 


44 IN THE MEAN TIME I WILL BE 
LOOKING INTO THE UNFORTUNATE 
DEMISE OF THE LITTLE CYCLOPS.99 


demise of the little cyclops. Any 
information | uncover | will send 
post haste!” The excitement of 
working on such a big mystery, 
such a big change, has Janus, 


and his spectral image, obviously 


chokehold to stop It from growing. 
“| have to face this,” he mutters 
as his hand tightens around his 
staff, the clock at the top ticking 
erratically with his growing 


sense of dread. Taking one deep, 
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| unnecessary breath, he steps 
forward towards the void. The 

| anxiety in his chest spikes, and he 
| reflexively grasps the memory of 
him and Ananke at the beginning 
| of time, looking for comfort. 

| Before the memory or the 

| first step are completed, a bright 
golden and turquoise flash 

| illuminates the inside of the bell 

| tower, snapping Chronos out 

of any thoughts he had as he 

| Spins around to the glowing, and 
irritating, form of a spectral Janus. 
| “| have uncovered the origins of 

| the murder weapon!” the image 

| immediately shouts into the room, 
| one hand raised in victory, the pose 
| itself almost screaming ‘Eurekal’. 
| While no longer as sensitive, 

| his ears still hurt with the high- 

| pitched voice of the Roman 

| primordial stabbing into his brain; 
| he covers his face with his free 

| hand in agony. Straightening out, 
the pain fading from his head, he 
| looks at the ghostly figure again, 
his interest piqued with this new 

| tidbit of information. The image 

| of the lord of transitions switches 
| even more frequently between 

| its arrangements, the various 

| armor pieces shifting endlessly 

in excitement as it continues. 

| “After careful consideration 

| of all the facts present in the 

| situation, | have ascertained the 


weapon used in, and as such 
28) The SMITE Community Magazine Issue #9 


the culprit responsible for, this 
onerous deed!’ Chronos’ hand 
covers his face again, not in 
pain but in annoyance at his 
companion’s personality quirk. 
Whenever he gets excited, 


convoluted doesn't even begin 


describing the portal god's 
choice of words. “Every detail 
has been scrutinized in depth,” 
the image continues, pulling 
a small groan from him. He 
quickly flicks his wrist to speed 
up the image, speeding it forward 
through time and condensing 
the string of words that would 
have taken minutes to finish to 
a mere couple of seconds. The 
message was as Clear as it was 
surprising. The arrow Is, without 
a doubt, from Vishnu’s bow. 

The arrow is Rama’s. 

Chronos can't believe his ears. 
The majority of the discourse was 
an endless listing of facts, details 
and minutiae explaining why this 
arrow came from Vishnu’s bow, 
and how there is no other possible 
suspect than the Seventh Avatar. 
He has to see this himself, see 
the arrow itself and compare it 
to the list of facts the lord of in- 
betweens has provided him. Rama 
is the embodiment of virtue and 
perfection, physically incapable 
of willfully harming an innocent. 


Having forgotten about his 


earlier trepidation, Chronos briskly 
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walks to the archway, pulling up 
the relevant timelines to the dais 
as he steps onto it. The sight of 
the shattered timelines hovering 
so close in front of him startles 
him, the panic in his chest flaring 
up again. But instead of letting 
it take him over, paralyzing him 
with fear, he uses it to fuel his 
determination, his mind hell 
bent on solving both mysteries. 
Calming his mind, taking 
a firm grip on both his anxiety 
and determination, he aligns 
the timelines, each focused on 
a single object. One focused 
on Rama, another on Denton’s 
cousin and the last on the 
location where his little body 
was found. Slowly he moves the 
ribbons forward, scrutinizing 
every move, every twitch, every 
shadow in each of the images. 
Rama launches himself in 
the air, practising his barrage to 
further refine it. A straw target 


is placed nearly out of sight, but 
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each of Rama's shots unerringly 
hits the bullseye painted at the 
center. At the same time, the little 
cyclops just wanders through 
the jungle sniffing flowers, 
returning home from a visit with 
the harpies. The presumed scene 
of the crime Is undisturbed, 
the only movement being that 
of the slightly shifting shadows 
of leaves in the light breeze. 

The first ribbon to fade is 
the small victim's. A small static 
disrupts the fluent picture, 
gradually getting worse until the 
entire timeline unravels, the last 


discernible image being a chunky 


little hand picking a delicate flower. 


The ribbon viewing the 
lane is the second one to go. 
Its disintegration Is a lot more 
sudden, almost as if cosmic 
hands took a hold of it and 
tore it apart, the individual 
threads damaged and frayed. 

Rama's image is the last 


to go, starting with a small 


SSG HN gg gg gg gg Tg Rg TR Ng TR TR GN 


amount of disruption but 
growing exponentially with 
each passing second. The 
timeline breaks off unexpectedly 
as Rama prepares another 
round of his Astral Barrage. 
Then the timelines continue. 
Rama is still practising his shots, 
but the boy now lays dead in the 
middle of the road. Everything 
points to the Seventh Avatar, but 
the actual act itself is completely 
obscured. Chronos fast forwards 
to his examination of the body, 
scrutinizing every detail, moving 
the image second by second. 
The further he progresses with 
his examination, the stronger 
his disbelief grows. There Is 
something about the details 
that doesn’t add up, that feels 
odd, but he is unable to identify 
what it exactly is that is wrong. 


Then it hits him. = 


By Jorg van der Velden 
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Name: Leandro lbraim 1 


In-Game Name: Leibraim 


Twitter Handle: | will 


| 
7 


get one next year. It’s my New Year’s resolution. :] 


| 


Position at Hi-Rez Studios: Senior Animator 
How do you describe what you do to non-gamers?: | make the characters move. 


Although there is more to it than it sounds. We try to make each character feel 


unique by expressing their personalities through the way they move and how 


they behave. It’s like playing with action figures, but in slow motion. 


Best day of the week and why?: Friday. | just feel like everybody is happier on Friday, isn’t it? 


Gamels) you play in your off-time: Assassin’s Creed: Unity, Call of Duty: Advanced Warfare, 


and | just found out that | can play Metal Slug on my phone. I'm completely addicted to it. 


Favorite SMITE god at present: Bakasura. | have a special connection with him. He was 


: | 
<a 


one of the first characters | worked on and | developed most of the original Bakasura’s 


animations. Now I’m enjoying the new super awesome and creepy redesign! 


Favorite SMITE skin at present: As an old horror movie fan: Slaughterhouse Chaac. 


What is your preferred role in Conquest?: Jungler. | like to kill some 


creeps, get some buffs, and, especially, sneak up on people. 


1 
1 


How did you get your role with Hi-Rez?: | was very lucky to get an internship at Hi-Rez while 


| 


studying on my Master's degree. A couple months after my graduation, living in California going 


from freelance to freelance, | got an email from the animation lead at HiRez saying that they 


had an opening and asking if | was interested. My reply could be only one: When do | start? 


Whose fault was it that you lost your last game? Mine, as usual... 


I'm a way better animator than a SMITE player. :] 


Sy re 


Poa es 


| Hi! I'm THOR, and 
I'm here to teach you about 


<< 
fe ry 


e) Catr@on lets the ; 
community support creators! / 


This support allows 
the creators to improve... 


Please, consider 1$! 7 Thanks and enjoy 
As every little helps! A the rest of the magazine! 
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IN THEORY: RUOHTTA, 


THE PLAGUEBRINGER 


By AllisonJean ~~~ 


Sitting astride his ebony horse a comfortable distance away, he watches the battle wage on with an 


intensifying furor. The horrifying sounds of steel piercing flesh, cracking bones and explosions shatter the air. 


is lips curlinto a 

vicious smile; he can 

feel the gap between 
life and death closing for the 
ignorant fools clashing swords a 
distance away. The time has come 
for him to spread his own form 
of discord. His gaze now one of 
fierce determination, he charges 
steadfast toward the combat. Once 
in a desired position, Ruohtta, the 
Plaguebringer, raises his arm. 
The battlefield falls quiet as the 
noxious cloud spreads, and soon 
coughs and wheezes replace 
the clash of steel on steel. 

The ancient Sami, whose 
lands encompassed the northern 
parts of Scandinavia, held a 
complex religion consisting of 
three main elements: animism, 
the belief that major natural 
features have souls; shamanism, 
a religious practice that uses 
altered states of consciousness 
to communicate with spirits; 
and polytheism, the belief in 
a pantheon of gods, each with 


their own spheres of influence. 
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Due to their close proximity, 
Sami mythology is heavily 
influenced by Norse mythology, 
including frightful giants and a 
prominence of the thunder god. 
Due to their close ties to 
nature, and the natural flow of 
life, defying the natural order was 
akin to indulging in the 7 deadly 
sins. As such, those who didn’t live 
their lives accordingly deserved 
punishment beyond measure and 
were sent to Rotaimo, the Sami 
version of hell. Once banished to 
the land of the dead they received 
a new body but they were bound: 
they could never leave Rotaimo 
again. The ruler of this realm 
of decay and punishment was 
Ruohtta, the Sami personification 
of death, disease and sickness. 
Though information on this deathly 
figure is scant, what is known Is 
that he traveled on horseback. 
This was a practice contrary to 
Sami beliefs because to them, 
the horse was a feared, even 
detested animal, most likely 


because it was the travel form 


of choice for the Norsemen. 
Ruohtta roams the 
Battleground of the Gods as 
a Mage with burst and zoning 
potential. The Plaguebringer has 
a number of tricks up his sleeve 
to handily cripple and defeat his 
enemies - even ravaging their 
bodies with his mere presence. 
Enemies feel their bodies 
weaken when Ruohtta steps onto 
the battlefield, their physical 
forms showing the first signs 
of the virulent diseases that the 
Plaguebringer carries. Contagion’, 
Ruohtta’s passive, lowers the 
power and defenses of the 
enemies In a radius around him 
by a small percentage. While the 
reduction Is minor, it can ensure 
kills that would have gotten 
away with a sliver of health, or 
allow Ruohtta to escape death 
when the damage would have 
been just enough otherwise. 
‘Contagion’s effect is just big 
enough to make enemies misjudge 
the incoming and outgoing 
damage, in turn misjudging the 
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Passive All enemies in the area of Ruohtta have their 
ae protections and power reduced by a small percent. 
Ability 1 Ruohtta sends forth a cloud of the plague that lingers 
for a few moments. Any enemy hit or who crosses 
through the cloud takes part of it with them and it 
trails behind them. The plague deals mild burst on 
impact followed by a few ticks of damage over time. 
Ability 2 Ruohtta charges forward in a line, leaving a trail 
of fear behind him. Those hit by the horse receive 
moderate damage and any standing in the wake 
of the ability are feared for a brief duration. 
Ability 3 Ruohtta snuffs the life of an enemy minion, 
binding its soul to him and granting it a 
new body. These servants protect Ruohtta, 
exploding in a noxious cloud upon death. 
Ultimate Ruohtta banishes all enemies in a large radius to 
Rotaimo. Upon re-emerging from the land of the dead, 
any enemies banished receive moderate damage. 


Contagion 


Malady 


Subjugation 


situation and how to handle it. 
Besides passively weakening 
his enemies, Ruohtta can actively 
assault their immune systems 
with ‘Malady’. He releases a 
cloud of the most vile plague in 
existence, sending it rolling out 
in front of him in a rectangular 
shape. The cloud lingers for a few 
seconds, and anyone leaving the 
cloud drags a part of it with him, 
Spreading the disease. Those 
who are hit or enter the cloud on 
their own receive a small burst 
of moderate damage under the 


sudden aggressive assault. After 
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this initial hit the infestation 
continues with a damage over 
time (DoT) effect that lasts for 

a few seconds, slowly sapping 
their health. As long as the target 
remains in the cloud, the DoT 


keeps being refreshed. Only after 


leaving the cloud will the DoT fade. 


‘Malady’ is not just a bursting 
and wave clearing ability that’s 
similar to Kukulkan’s ‘Tornadoes’, 
even though it does have some 


of the same characteristics. The 


biggest difference is that the shape 


is malleable, to a degree, which 


allows you to more effectively 


zone and control the battlefield. 
Ruohtta, being the creator and 
controller of the poisonous cloud, 
can shape it himself by walking 
through it and dragging the wafts 
the same way an infected enemy 
does. Shaping the cloud tn this 
manner does not damage Ruohtta 
himself. ‘Malady’ is also not 
quite as safe as Tornadoes’, as 
the cloud materializes a few feet 
in front of Ruohtta and spreads 
from there, requiring Ruohtta to 
be more aware of his position. 
Sitting proudly atop his horse, 
Ruohtta strikes a frightful figure. 
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This is further enforced by the 
fact that among the Sami, horses 
are seen as vile and detested 
creatures. Horseman’ allows 
Ruohtta to use this fear to his 
advantage, dashing forward and 
creating a ripple of fear in his 
wake. Those trampled by the 
horse as it dashes forward take 

a small amount of damage, but 
the fear only applies as soon as 
the enemy is behind Ruohtta. 
‘Horseman’ is a safe escaping tool, 
especially as the fear behind him 
makes chasing him harder for 
those hot on his heels. But during 
teamfights, especially those in 
the close confines like the jungle, 


‘Horseman’ can wreak havoc on 
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the enemy team and their plans, 
setting up devastating combos. 
While dashing, Ruohtta ignores 
enemies in his path, passing 
through them as he moves. 
Ruohtta is not only the 
Plaguebringer, he is also a 
Dominator. Those who did not live 
according to the natural order are 
sent to his realm, Rotaimo, the 
land of the dead. Those punished 
souls are bound there until the end 
of time. During battles he can call 
on this eternal binding effect with 
‘Subjugation’, shackling the souls 
of the mortals on the battlefield 
to serve him. Any minion killed 
by ‘Subjugation’ receives a new 


body, one bound to Ruohtta, and 
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endlessly circles around him. This 


bound minion blocks incoming 


autoattacks and enemy movement. 


They do not, however, block spells. 
After a couple of attacks the 

body of the minion breaks down, 
sending the soul back to Rotaimo 
and exploding in a plague-ridden 
cloud that damages those around 
him. At lower levels Ruohtta can 
only control one or two of these 
bodies, requiring him to be aware 
of their position at all times to 
most effectively use them to 
block those attacks. At higher 
levels the bodies (up to four] 

form a near impenetrable wall 


around him, and one that Is risky 


to break down in close proximity. 
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Keeping up these bound minions 
should be a high priority, as they 
offer protection and retaliation 
during sticky situations. Using the 
damaging part of ‘Subjugation’ 
on enemy gods has no effect. 
Being the ruler of Rotaimo, 
Ruohtta can open a gateway to 
this realm of eternal suffering 
with ‘Rotaimo’, sucking those in 
the area to his dominion beneath 
the ground. Minions, who are 
mortal souls, are trapped for all 
eternity and are instantly removed 
from the battlefield. Gods, being 
immortal beings, are only trapped 
temporarily, their souls wresting 
themselves free of Rotaimo’s 
incessant pull. This is still a taxing 
endeavour, damaging the god 
in question as soon as he’s free 
of Rotaimo. Enemy gods caught 
in the area of effect (AoE) of 


‘Rotaimo’ are removed from the 


battlefield for as long as ‘Rotaimo’ 


is active, and are untargetable for 
the duration they are trapped. 
‘Rotaimo’ allows Ruohtta 
to exert tremendous amounts 
of control over the battlefield, 
removing several key targets from 
the fight when timed and placed 
appropriately. It does require 
some prediction on the part of the 
player, as opening the gateway 
takes a little time, and the signs 
of it opening are obvious. It is also 


an amazing zoning tool, making 
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pushing objectives a lot easier, 
especially since minions stepping 
within the AoE are immediately 
transported away, letting friendly 
minions push the tower. It can 
also be used as a defensive tool, 
and casting it at your feet as you 
run can trap the pursuers long 
enough to get away safely. 

Ruohtta is, without a doubt, a 
teamfighting specialist. All of his 
abilities affect an area in one way 
or another, and as a result have 
the potential to turn the tide of the 
fight. He does this at a risk though, 
as most of his abilities require 
him to be in mid to close range 
of the enemy. Malady’ creates a 
dangerous area to walk through 
and that area can grow depending 
on how many enemies walk 
through it. Casting ‘Malady’ at an 
angle as minions walk through it 
allows Ruohtta to effectively create 
a box and limits the damage- 
free movement options for the 
enemy god caught in it. Combining 
‘Malady’ with ‘Horseman’ allows 


him to quickly reshape the cloud, 


Spreading it beyond Its boundaries. 


‘Subjugation’ is Ruohtta’s answer 
to his need to be close to the 
enemy, quite literally surrounding 
himself with bodyguards. The 
intercepting quality of the minions 
allows them to block attacks and 
abilities stopped by any form of 


collision. The poison clouds they 
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leave behind upon dying are a 
great deterrent for any low health 
melee enemies, forcing them to 
think twice about going in to get 
those last couple of auto attacks 
off. Gold Fury and Fire Giant 
fights are made a lot easier with 
‘Rotaimo’, as both objectives are 
tied to a set location. Dropping 
‘Rotaimo’ right before either 
comes within Hand of God (HoG] 
3 range makes entering the area 
for the enemy support a lot harder, 
forcing them to acquire some sort 
of crowd control (CC) immunity 
to be able to steal the objective. 
Guiding his horse through the 
sick and dying, he looks down at 
those suffering with a disturbing 
glee sparkling In his eyes. He 
can feel their souls being drawn 
to Rotaimo to be punished for 
living their lives disconnected 
from the natural order. He feels 
one soldier fighting off the pull 
of Rotaimo, and dismounts right 
next to him. Lightly touching the 
soldier’s chin, he infects him with 
the most virulent disease in his 
extensive repertoire, cursing him 
to a slow, painful and inescapable 
path to death. Ruohtta wordlessly 
mounts his steed to continue on 
his quest to punish those who 
disavow nature, leaving ailment 


and strife in his wake. = 


By Allison Jean 
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BATTLEGROUND oF THE GODS 


“Smite's unique camera angle alone is enough 
to set it apart from other MOBAs, and a 
* developer Hi-Rez didnt stop there. Each map 
is polished, every God looks and sounds great, — 


and exceptional Match of the Day modes offer git 
plenty of variety” -[GN a A 
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WE ARE ALL PART 
OF A VICTORY 


By Julian Martinez ~~~ 


Ladies and gentleman, welcome back to another issue of the Glorious Game Mode series. Since 


we are veering towards the holidays it is only fitting that this game mode have some festivity. 


e can all be a bit a teammate or your team, do it if go to a tournament, no one will 

protective of our it's reasonable. No one is asking remember you once that match 

roles, whether you to die every time for someone is over. You can yell and scream 
it’s the Carry, the Guardian or else, yet when the towers are down at Someone all you want but it 
the Jungler, we all want to take your stat card will not save you. wont do a thing to anyone. If you 
pride in our work. Yet remember, Remember that you will report someone for being a noob, 
despite what people will tell you, probably never play with the that isn't a reportable offense. 
teamwork is what wins games, same people again. Unless you We were all new at one point or 
not individuals. Sometimes people _ play with friends 24/7 or you're another. Screaming and typing 


can be very rude players, or making a ranked five team to things about their mom will not 
other times people overestimate 4g 
or underestimate their allies. 

We all want to win however, 

So we are going to talk about 

a few reasons why you should 
always be considerate of your 
team while pursuing victory. 

The most important thing is 
victory, not your score. This may 
not be true for every player; some 
people always worry about their 
stats on those loading screen 
cards. You can have the biggest 
numbers in the world but if you 
can't stay alive long enough to 
help push or you're not Ina fight 


when your team needs you, those 


| numbers don't mean a thing. If 


you have to sacrifice yourself for 
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teach them how to play the game 
better. SMITE isn’t asking you to 
like every random that you play 


with, but you should remember not 


to take everything so personally. 
Try to learn every role in this 
game. With any MOBA it hinders 
yourself and your team if you 
stick to one and only one role. 
Statistically you will not get the 
same role every single time you 
queue up for a team unless you 
play five mans every single time. 
Even then your team may want 


to switch it up every now and 
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then. It’s true that no one wants 
to be forced into a position they 
do not know how to play, but if 
you at least learn the basics of 
every role then it will be better 
than being lost in what to do. No 
role is the hardest thing in the 
world to learn. Yes, each role has 
varying degrees of strategies you 
can employ but with patience 
you will gain those skills in time. 
Rome wasn't built in a day and no 
one becomes a pro overnight. 
Finally, remember good 


moods help win over a bad 


attitude! Being mad isn’t going 


to help anyone in or out of the 
game. So let’s try to keep the 
spirits high in victory and defeat. 
For every loss it just means you 
learn more to get more wins. 
Don't let victories get to your head 
either. We all have a chance to be 
the best MOBA community in the 
scene. We also have the choice 
of being the worst yet. Let’s show 
that despite all the angry people 
in this genre, we are the most 


welcoming MOBA for everyone. m 


By Julian Martinez 
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By Robert Sirio ~~~ 
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Ladies and gentleman, welcome back to another issue of the Glorious Game Mode series. Since 


we are veering towards the holidays it is only fitting that this game mode have some festivity. 


his article is going 

to be under a winter 

themed scene packed 
with action and miracles. Let’s 
get to opening the first gift of 
winter. Hmm? This one is rather 
peculiar... It seems to be a stuffed 
rabbit with tape over its mouth. 
Oh! Here is a note addressed to 
Chang’e. It reads “If you want to 
see your rabbit again you must 
face the three Christmas Crashers 
to retrieve him.” Well it looks like 
our fair Chang’e is going to go 
on arough conquest. The odds 
are against her if she has to face 


three Crashers by herself, or will 
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she? Of course not because that 
would be unfair. To join her on 

this journey she has chosen two 
very young candidates. No, it’s not 
cupid because Valentine's Day is 
two months away. She has chosen 
Scylla and Ne Zha to go save the 
rabbit. Who are the three Crashers 
you ask? Well let’s just say that 
they have all been very naughty. 
The first is extremely deceitful and 
will steal your presents If he gets 
the chance. The second crasher 

is no drummer boy and will get 
you all mixed up Ina holiday 
mess. The third crasher can be 


extremely toxic when It comes to 


the holidays; she is a true “Bah 
HumBUG”. Can our silent heroine 
and the two cheerful children save 
the holidays? Only way to find out 


is If they can defeat this trial. 


MAP DESCRIPTION 


This is an icy one lane 
map that has a snowy jungle 
on both sides of the lane. One 
Titan is guarding a big box that 
has Chang’e’s rabbit, while 
the other is guarding a very 
beautiful Christmas tree. It is 


like a standard 3v3 joust. 
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CHARACTER SELECTION 


At the start of this very special 
match a team is given randomly 
to the six players. They can either 
be on the Christmas Crashers or 
on the Change Crusaders. The 
Christmas Crashers team can 
have one Loki, one Serget, and 
one Hun Batz who are trying to 
ruin Christmas. They also wear 
very intimidating ugly sweaters. 
The Crusaders can have a 
Silent Fight Chang’e without a 
passive, an Ice Skater Ne Zha, 
and Sugar Plum Scylla trying 


desperately to save everything. 


OBJECTIVE 


The object of this match 
is either to save the rabbit and 
Christmas or to ruin Christmas 
depending on the team that you're 


on. However it wouldn't be a 
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cool game mode if it is basic so 
instead there is a little twist. The 
teams only have fifteen minutes 


to complete their mission. 


BANNED ITEMS 


Mystical mail is banned due to 


the fact that it is sort of on fire and 


the characters are on ice. Fire+lce= 


disaster and hypothermia. The 
other items aren't really banned 
but changed. Boots are now ice 
skates for this game mode which 
provides an increased speed on 
the ice, so everyone will have 
bonus speed when they purchase 
their skates. This bonus is much 


higher than boots on land. 


WAYS TO WIN 


There are two ways for the 
Christmas Crashers to win. One 


way is to delay the enemy the 15 


minutes. The other way to win is 
by destroying their Titan. However, 
the Crusaders only have one way 
to win and that’s not fair. The only 
way they can win is by defeating 
the Titan and saving the rabbit. 
However, to even the snowy field 
the Crusader team receives a 

nice unique buff that starts them 
off at level five with bonus power 


versus their level three enemies. 


VICTORY OR DEFEAT 


We see two things happen, 
when the Crashers win they 
chop down that very beautiful 
tree and ruin the holidays for 
the rest of gods and goddesses. 
If the Crusaders win they open 
this package and save Chang’e's 
rabbit, as well as returning 


peace to the battlefield. = 


By Robert Sirio 
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OD RE-ENVISIONED: 


AH MUZEN CA 


By Tanner Schelle ~~~ 


Many of you know our buzzing little hunter friend Ah Muzen Cab. While 


not in favor of many players anymore, | love to play him. 


hrowing down a hive 
and getting that attack 
speed boost is so 
satisfying as | melt an opposing 
Apollo's face right off and use 
my annoying laugh as | destroy 
his defenceless tower. | can’t but 
wonder why he was chosen to be 
a Hunter. It would make sense 
if he shot auto attacks out of his 
stinger but instead he uses an odd 
arm cannon. This makes me think 
that maybe his kit could be used 


in another way. | think we have 
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another guardian on our hands! 
Hundreds of years ago, in the 
time of gods, materials we find 
to be cheap and easily accessible 
were rare delicacies for our 
ancestors. Sugar is one of these 
delicacies. Many humans did not 
have easy access to sugar and 
growing sugar cane meant refining 
it causing more time and effort for 
avery small yield. Some ancient 
civilizations such as the Mayans 
however found their sugar from a 


golden, sticky goo. This goo was, 


of course, honey. The Mayans 
coveted the honey and found it to 
be just as sweet and delicious as 
we do to this day. They worshipped 
the bees and manifested a god 

out of this worship. Ah Muzen Cab 
is the god of bees and honey to 
the Mayan people. The Mayans 
worshipped Ah Muzen Cab for his 
contribution of honey to the people. 
He is often depicted upside down, 
or diving towards the ground. 
Some see this as a sign of the 


fertility of Earth, others say it is 
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| because bees dive into flowers his honey, bees, wings, and hives, enemies it hits. It also applies 
N 
for nectar. Occasionally he was Ah Muzen Cab could be a very a movement and attack speed 
\ 
| referred to as “a creation god” interesting guardian in SMITE. debuff. This honey is sweet 
i 
which could also be a reason he Ah Muzen Cab’s auto and healing to allies, and if 
N 
| is upside down, since he would attacks are a ranged attack. applied to them it adds HP®. 
i 
be helping make the Earth fertile He will throw out a ball of Ultimate - The Hive’s Wrath: 
N 
and producing sweet honey. It is bees to sting the enemy Ah Muzen Cab is enraged and 
i 
not known for sure why he was Passive - King Bee: Ah Muzen —s grabs an enemy with his wings. 
\ 
| depicted this way though. The Cab is King of the Bee's. With this Once captured he repeatedly 
N 
Mayan people thought honey tobe he controls all other bees in the stabs them with his stinger up 
\ 
| a magical and medicinal substance area. Allies within an area of 50 to five times With each sting Ah 
i 
able of treating disease. It was around Ah Muzen Cab are granted Muzen Cab injects poisonous 
N 
| also said that it could be toxic as the power of the bees. With every honey into the enemy causing 
N 
well. These are both ideas | used 5 successful auto attacks landed them to lose control of their god. 
N 
for the new Ah Muzen Cab’s kit. on the enemy, bees will sting | wanted this guardian to bea 
i 
Sadly though, this is the majority them doing damage over time. very aggressive god since we do 
\ 
| of what is really known about him. 1 - Bee Shield: Bees are not have any that are extremely 
N 
He wasn't worshipped nearly willing to sacrifice their lives for aggressive like this except for 
N 
as much as some of the other Ah Muzen Cab’s victory. With Hades. It would be best to use his 
i 
well known Mayan gods but is this Ah Muzen Cab can apply a special honey to slow the enemy, 
N 
still important none the less. shield of bees to take three auto then Wind Gust to stun them 
N 
| His kit in SMITE is that of a attacks for the wearer. This also into a wall, and finally the Hive’s 
N 
| Hunter. His main damage comes boosts HP5 for 5 seconds. Wrath to set up the final blows to 
i 
from his auto attacks. Because of 2 - Wing Gust : The strength the enemy. Since he would be so 
\ 
the lack of lore for Ah Muzen Cab of Ah Muzen Cab’s wings are aggressive it is only fair that he will 
N 
it is easy to make him into any great and can create a forceful be somewhat weak in teamfights 
\ 
| role and the Hunter role makes gust of wind. This cone shaped and will be best at singling out a 
i 
sense. The idea of him being a attack uses wind to blow enemies — single enemy and confirming that 
N 
| guardian really makes sense when _ back also dealing damage. kill. Other than having the shield 
N 
you think about the role of honey If enemies are blown into a to help save an ally from death he 
N 
in the Mayans lives. It was a great wall they will be stunned. is made to help set up kills and 
i 
good for the people and had many 3 - Sweet Honey: Ah Muzen keep moving the game forward. 
\ 
uses. Ah Muzen Cab should be Cab throws a glob of honey on His passive would help harass 
N 
useful as well. With the use of the ground dealing damage to early on in the game by harassing 
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the enemy duo lane and slightly 
help kill minions. This would also 
help kill jungle creeps. In order 
to help keep team-mates alive, 
players would need to keep the 
bee shield ready in order to help 
protect and heal any allies. This 
would be great in duo lane early 
on to keep the Hunter from losing 
too much health and having to 
go back to base. The Wing Gust 
ability would be great for setting 
up kills, but also saving allies. 
Being able to blow enemies back 
would be valuable to getting them 
off of your team and getting them 
to safety. Sweet Honey will help 
with some lane clear and will be 
a great debuff to slow down the 
enemy Hunter's lane clear as well 
as giving you push advantage. 
Hive’s Wrath is a great tool for 
saving a teammate or setting up 
a kill. An Muzen Cab’s guardian 
kit could be used very offensively, 
or defensively making him a very 
well rounded guardian with plenty 
of CC and healing properties. 
Honey was highly valued 
and a vital resource for the 
Mayan people, just as a guardian 
Ah Muzen Cab could be on the 
battlefield of the god’s. Although 
very gentle in nature, do not 
aggravate him, for if you do, you 


will face the wrath of the hive! m= 


By Tanner Schelle 
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WIN an 
Ultimate God Pack 


One lucky winner will be selected from 
our subscriber base each month! 
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This month’s caption competition 
will have three winners: 
1st Place: 800 Gems 
2nd Place: 400 Gems 
3rd Place: 200 Gems 


Each winner will also receive wi (x & 5 oocmoon Skin 


GOD GUIDE: MERCURY 


By Ashley Eaton-Jephcote ~~~ 


Within this article I'll be talking about Mercury: Messenger of the Gods. I'll go through his abilities, 


capabilities and some tiny tricks to make sure you are the one topping the player damage charts! 


o, lets dash right 
into it with who 
Mercury is and 
what Mercury does - 
Mercury is an Assassin and 
very reliant on Basic attacks 
(AA in short for Auto Attacks] to 
dismiss people as he pleases. He 
has mediocre clear on a minion 
wave, very efficient jungle clearing 


and high damage output. Due to 


44MERCURY IS 
AN ASSASSIN 
AND VERY 
RELIANT ON 
BASIC ATTACKS99 


being a Basic attack reliant god, 


his best matchups are mainly 
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1v1 although when the time is 
right Mercury is able to bea 
powerhouse and take on multiple 
opponents, but still one at a time. 


So what are his abilities? 


PASSIVE ABILITY: 
FASTEST GOD ALIVE. 


Fastest God Alive is a self 
buff to Mercury that stacks for 
how far he travels. You'll notice 
this as a bar on your UI that 
has a pair of wings on it. The 
number you see is the power 
you gain from your movement 
speed, as 25% of any itern/ability 
bonuses to movement speed is 
given to you as Physical power. 


As the bar fills up, your next 


auto attack will do additional 
damage, up to an extra 50%. For 
every 1ft of travel you gain a 0.1% 
bonus on your next auto attacks, 
which means to get the max 
bonus of 50% you need to travel 
500ft (that’s about from base to 
the first mid tower in Conquest). 
Also keep in mind that ‘Made You 
Look’ does not use this bonus 
nor reset it, so whatever your 
basic attack power is before It is 
modified by this passive is what 
will be used for that ability. 

Keep In mind that your dash 
ability ‘Special Delivery’ counts as 
travelling, since you remain on the 
floor, and stacks a fair bit on this 
Passive. However, the Ultimate 


‘Sonic Boom’ does not increase 
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this Passive, so don't expect to be 
Ulting through the map and have 
a full passive to blast with! Try and 
keep in mind that after you've ran 
from base to the fight, or across 
the map, you'll have up to a 50% 
increase on the next auto attack, 


so try and land that on a squishy 


for a real message to come across. 


FIRST ABILITY: 
MADE YOU LOOK. 


‘Made You Look’ is a ground 
targeted ability; once you give the 
go ahead for the skill to go off it 
will go off exactly where it’s set, 
it’s not a projectile or other form of 


ability. Interestingly, this ability has 
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on hit effects applied, so critical 
hits and other item effects are 
applied to those inside. Acommon 
item on Mercury is Golden Bow, 
which when landing a Basic attack 
on somebody (remember that 
Made You Look essentially lands 

a Basic attack on everybody) will 
also hit those within a 15 unit 
radius for 50% of the damage. 

So when using this ability, 
usually it would be a good Idea to 
tag some minions and an enemy 
god in the targeter, so that the god 
receives a second set of damage. 
Let’s say that you hit Enemy A for 
150, and the minion archers for 
180. With Golden Bow bought and 


both EnemyA and minion archers 


SSSI HH Tg gg ag GR ggg RT gg RN TD 


in your Made You Look’ radius you 
would deal the damages listed but 
then hit Enemy A for an additional 
75 and the archers for a further 
90, because of the Golden Bow 
Passive. This only occurs once, 

so don't expect 5 or so instances 
of this to happen for how many 
enemies there are in the radius! 

A few notes on this ability - 
‘Made You Look’ will push minions 
back a little bit, so if you're running 
away and archers are on your 
case, pop this ability on them 
to stutter them for a second or 
so; you ll miss an archer shot or 
two! This ability doesn’t scale on 
your Physical Power. This ability 


scales on your Basic attack power 
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(that’s the fist icon next to the 
number, it'll be higher than your 
Physical power). Bear in mind that 
your Passive will then actually 
increase the damage done with 
this ability, so damage may vary 
even with no change In your build. 
This is generally the ability 
people level up first, since it allows 
ranged clear for lane/jungle and 
has good poke potential, getting 
Mercury through the early stages 


which he isn't best known for. 


SECOND ABILITY: 
MAXIMUM VELOCITY. 


‘Maximum Velocity’ is the 
real “put your gloves on” moment 
as when you activate this ability 
late game it’s pretty much game 
over. It’s mainly an attack speed 
steroid, going from 30% up to 
70% but also gives permanent 
passive ground speed, from 2% 
up to 10%. Now whilst the attack 
speed is definitely the significant 
part of this skill, most people 
forget that Mercury actually gains 
movement speed from this ability. 

Are you wondering why 
Mercury is that tiny little bit 
faster than you, at normal 
walking speed? Given that you 
both have the same amount of 
movement speed items, Mercury 
will probably have that edge due 


to the 2/4/6/8/10% extra ground 
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movement speed from ‘Maximum 
Velocity’. This helps in all aspects 
that movement can: quicker 
travel, chases, escapes, you name 
it Mercury has got the speed for 
it! For each progressive level of 
‘Maximum Velocity’, Mercury’s 
movement goes from 375->383- 
>390->398->405->413 prior ANY 
movement speed, not even boots. 

Now how about the attack 
speed steroid? Just in case you 
weren't already aware, Mercury 
has one of the highest natural 
attack speeds at level 20 as it is, 
having 1.48 attack speed upon 
level 20, again with no items. With 
just simply activating max rank 
Maximum Velocity, he reaches 2.18 
attack speed, and we don't even 
have boots at this point. This is why 
you lL commonly find Mercury with 
little to no purposeful attack speed 
items; they either come with the 
items he likes the stats of (Golden 
Bow, Boots, Witchblade) or he’s 
looking to cap out attack speed. 

This ability goes very well 
in hand with Greater Sprint; 
boosting your attack speed a 
hefty amount and removing 
auto attack speed penalty is 
definitely a plus considering he’s 
one of the most mobile [and at 
that point) throwing some of the 
fastest punches to be thrown. 

This is generally the ability 


people level up second, due to 
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the increases in movement and 
attack speed, improving Mercury's 
mid game quite a bit and allows 
him to snowball, should you 


level quicker than others. 


THIRD ABILITY: 
SPECIAL DELIVERY. 


The perfect package for 
someone on your team, a 
devastating next few seconds for 
the enemy. Special Delivery is a 
dash that will push minions to 
the side and latch onto the first 
enemy God in Mercury's line of 
sight, of which he will spin round 
as you get to direct where the god 
is thrown. Whilst the damage is 
next to nilin terms of significance, 
you essentially root an enemy 
for a second and then throw 


them where you wish, towards 
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an ally or commonly into a wall 
where you get a free hit or two 
before the enemy can react. 

This can also be used as an 
escape or chase tool. Just because 
you dash into a fight doesn't mean 
you have to latch onto someone, 
because you also render yourself 
open to attacks for that second 
you re rooting the enemy. Perhaps 
just dashing up to their face and 
throwing punches is a better 
idea. If you can avoid incoming 
crowd control abilities or a hefty 
amount of damage [say Scylla’s 
Ultimate or Hercules’ pull) then 
dash away my friend, for Mercury 
is not kind to taking hits himself. 

Remember that this ability 
stacks up Mercury's passive in 
distance travelled, so dashing out 
of base or around the map to get 


where you want quicker is ok, but 


be sure of itas 15 seconds is nota 


short cooldown for a mobility skill. 
This is usually the ability 

levelled up last, a one hit wonder 

if you will. You get your dash, the 

damage isn't worth levelling up 

for and the cooldown remains 

the same; there isn't much to 

gain out of this ability asides 


from costing you more mana. 


FOURTH ABILITY: 
SONIC BOOM. 


Now then, as much as It'd be 
nice if this were a real sonic boom 
and sound was disabled in the 
game for a short time, that’s not 
quite the case. Upon activating the 
ability, Mercury claps his hands 
and a bar that only he can see 
reaches further away from him 


the longer he charges. It gets toa 
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max range that reaches between 
the tier 1 towers in middle lane. 
When he actually gives it the go, 
you ll see a small hitbox lightly 
coloured to show the path that 
Mercury will take as where he 
chooses to shoot off to, should 
nothing interrupt on the way! 
Dishing out a fair bit 
of damage, this ability also 
“disorients” [it’s a stun basically) 
the enemies for 1.5 seconds after 
the ‘Sonic Boom’ is over. A good 
idea is to often pick a target out 


(even if multiple 


are in line 


or are hit 


a: Sn 


land right 
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next to them if 


use of your own 
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anyway] and 


possible, making 


waiting on an ally to follow 


up. Another use of this ability is 
during a team fight, being able 

to reposition yourself (it’s easy to 
get into or out of a fight with this 
ability) can help a lot especially 

if you stun people along the way. 
Should you need to though, you 
can use this as an escape, but it’s 
one of those last resort choices. 
Bear in mind that this has a 90 
second cooldown, so however you 
use It you may be putting yourself 
out for an easy pick off should 
you not know where [or even who] 
‘Sonic Boom’ will take you into. 

A few tips - ‘Sonic Boom’ is a 
crowd.control immune Ultimate, 
and a common practice | like to do 
just because | find it fun is Ultimate 
the exact time Ares tries to pull 
me in with his respective Ultimate. 
You're not damage immune, so you 
may find yourself across the map 
but you'll still take the damage! 
Be sure to time this right if you 

are avoiding crowd control, as not 


activating it in time or booming 


be afraid to Ult short distances 
either - if an important kill or 
a soon-to-come play Is just out 

of your reach, boom that booty 

and make sure they stay down! 

Now then, that’s a run of 
the skills and some tips here 
and there, how about items? 


Whilst the popular items tab 


N 
N 
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can help you out with what to buy, 
it’s not always a true image of 
what is common, for the most part 
due to games not lasting the full 


length to grab six complete items. 


SO WHAT ARE THE 
POPULAR ITEMS 
AND WHY? 


Warrior Tabi - He's an 
auto attack based god so 
Ninja Tabi isn’t really his 
thing, pretty self-explanatory 
as boots are a necessity. 

Golden Bow - Overall a niche 
item, although for Mercury a 
strong pickup due to Made You 
Look’. I'd advise to pick this item 
up as one of the first three items 
and not afterwards, because by 
the time you start picking up a 
fourth item onwards, Golden 
Bow will be less prominent in 
your build, you'd be better off 
building other items at that point. 

Deathbringer - Standard 


Critical item that is pretty much 


your priority when getting a crit 


item unless you have other ideas 
in mind. You have enough attack 
speed naturally in your kit anyway 
so dishing out crits up to 2.5x 
will help you out immensely. 
Rage - Much like 
Deathbringer, another critical 
item. However Rage is much less 


reliant on the Made You Look’ 
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poke and more for straight up 
early boxing, often seen as an 
early (2nd/3rd/4th item pickup) 
crit Item if passing over Golden 
Bow or before other penetration. 
Devourer’s Gloves - If you 
have the time and ability to 
stack, Devourer’s Gloves can 
help you out in the boxing world, 
with power and lifesteal. 
Jotunn’s Wrath - More 
common in the non-crit heavy 
builds, Jotunn’s allows more 
penetration and power to 
come through instead of the 
RNG found in crits, as well as 
the handy cooldown reduction 
for your steroid and dash. 
Titan’s Bane - More of a 
late pickup item, this will help 
shred through the nasties that 
built up defence over the game 
in hopes of not dying to you! 
Magi’s Blessing - A saviour to 
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most Assassins, a handy bubble 


taking a shot of hard crowd 
control will mean you won't have 
to deal with it there and then and 
can keep going, and 350 health 
bonus Is not to be sniffed at! 
Bloodforge - Can't stack 
or need some lifesteal later 
on? Bloodforge is there to help, 
stacking power and lifesteal for 
a number of seconds as you do 
successful basic attacks [this 
stacks on Made You Look’, 
so you could get all 5 stacks 
instantly just from that ability] 
to help you keep on boxing. 
Malice - This is more of a 
niche pickup when you're looking 
to disturb people with crits. Pack 
a punch with ‘Made You Look’ and 
leave them to take in the damage 
as they look around for help! 
Ichaival - Want to increase 


your power and have that little 


bit of boost in attack speed? 40% 
attack speed and 30 power for 
you, decreasing those you hit 

by up to 30 power for 3 seconds 
for each side, helps out a lot 

for 1650 gold if you want to give 


yourself that nudge ahead! 


HOW ABOUT ACTIVES? 


Well, if you're Jungling you 
are more than likely going to 
end up with Hand of the Gods to 
start, ending in either Wrath or 
Fist of the Gods. Unless the Solo 
laner (as well as the Support] 
grabs a second Wrath of the 
Gods, it’s useful to grab Wrath 
over Fist for objective purposes. 
Mercury Is able to go in and either 
throw the enemy Support out of 
the way or even stun them via 
Sonic Boom and go for a steal, 
even kill them if you please! 

After that, you can go into 
either Greater Sprint or Greater 
Purification. Both are very useful 
to Mercury, Sprint being there to 
remove the auto attack penalty and 
grant more mobility (which he will 
earn power from) and Beads being 
there to release any kind of lock 
down the enemy team has and to 
reduce your cooldowns (‘Maximum 
Velocity’ comes to strike again!) 

Better get your fists up and 


ready, that’s finishing it up folks! m 


By Ashley Eaton-Jephcote 
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By Derrick Moody ~~~ 


SMITE's first year out of beta has proven to be very successful with an increased player base and growing eSports 


community. In last year alone, SMITE has gained not only new players, but new gods, new items, and even new game modes. 


e have come a long 
way from the days 
of beta SMITE, 
and now we sit in speculation 
as to what we want next for the 
upcoming year. It seems very 
obvious that there will be new 


gods, but what else does Hi-Rez 


441T HAS 
ALREADY BEEN 
CONFIRMED 
THAT HI-REZ IS 
REMODELLING 
THE CONQUEST 
MAP99 


Studios have planned for SMITE? 
It has already been confirmed 
that Hi-Rez is remodelling the 
Conquest map and it Is to be 


revealed during the upcoming 
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SMITE World Championship on 
January 9th, 2015 along with the 
full SMITE cinematic that was 
teased earlier this year is to be 
shown at the same time. | recently 
posted a poll on /r/Smite to see 
what the SMITE Community 
wants from Hi-Rez in 2015, after 
2,000+ votes, the results are in! 

The question was: What do 
you want to see in SMITE in the 
upcoming year? (1 being the most 
popular and 7 being the least] 

e New Gods and Pantheons 

e New Items 

e New Game Modes 

e Positive Reporting System 

e Expanded E-Sports 

Community 
e More God Balancing 
e Other 


From the numerous responses 


that | received, there were 
people who gave more on what 
they are wanting from SMITE 

in 2015, and | have decided to 
highlight some of the responses 
that shined the brightest. 

e “We need more [gods] 
that push toward 
new and more viable 
strategies and metas.” 

e “Many of us are hoping 
that Hi-Rez finds it in 
themselves to bring back 
the amazingness that 
is the Daytime Arena 
and possibly a reworked 
Domination. The game is 
definitely not the same 
without these wonderful 
and beautiful maps.” 

e “Ranked Assault?” 


e “More diversity in certain 
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classes and builds. 
Currently, the Hunter role 
is limited to three Hunters 
and Freya. Similarly, a lot 
of items are barely picked 
in Conquest games. Some 
sort of rework or attention 
is needed for them as well. 
“Add different [cosmetic] 
variations to the Conquest 
map and to other 

game mode maps.” 

“God Concept Contest [I 
am on to you, Stew).” 
“The possible elimination 
of categories [e.g. 
Hunters, Guardians, etc.) 
to increase the potential 
diversity of kits on the 
current and future gods.” 
“A god with absolutely 

no Crowd Control that 
works. Nope, not even 


a slow, like Hel has.” 
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Here in the magazine, 
the staff also have their two 
cents on what they would 
like for SMITE next year. 
zeropysche: I'd love a 
new pantheon. | love the art 
direction in SMITE and I'd love 
what the team would do with 
different mythologies. Plus I’m 


tired of all the Greek gods. 


TraumaHunter: ADCs/ 
Hunters in the Solo so | can say 
| told you so to everyone. | love 
saying it... Also Cupid and Ah 
Muzen Cab back in meta but not 
with any buffs because | don't 
think they need anything more 
than tiny quality of life buffs. 
Also because | want to say | told 


you So....have | mentioned | love 
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being able to say that? As for my 
more serious answer: in-game 
streaming could be fixed. That 
would be amazing for SMITE. 
imanpro: | would love to see 
an Improved or new Joust map. 
GreyAethelwulf: This is a 
hard one! Eeehm... There area 
couple of things that | want for, 
and in, SMITE the coming year. 

e | want the eSports scene 
to develop and grow. It’s 
still in its infancy, even 9 
months after release. 

e MOAR GUARDIANS!!!! 
| want to go ham in 
even more ways!!! 

e Less iffy or badly 
informed promotions, 
like the 50% discount on 
recolors a while back. 

e Slightly less tinkering in 
the game by Hi-Rez. Let 


the meta settle, let players 
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find counters and thus 
create a more interesting 
and fluent meta, instead 
patch by patch changes. 
e For the game to keep 
growing, keep developing 
and no longer do any Ew 
Wa style reworks [I did not 
forget the ‘N’ there :D) 
Spetsnazer: Simply: 
Celtic Pantheon. 
Retterkl: More magazines! 
But | would love to see some 
love to team Support items that 
aren't actives. A replacement 
for Bracer of Replenishment 
that actually does something, 
make support more dynamic. 
Kiseki: New Pantheon - 
Japanese would be incredible. :] 
maptap123: Patch Notes 
on the launch screen. Better 
servers. That Is all. 


TimothyTian: Some new 


unique mechanics in the game in 
terms of abilities. Like Bacchus’ 
Intoxicate or Fenrir’s Ragnarok. 
It's these things that got my 
attention to the game at the start. 

| agree with new pantheon. 
That would be great! Been 
seeing suggestions for a 
Mesopotamian pantheon. 

JonCos: An achievement 
feature, just to keep stuff 
fresh and interesting. 

magicstrangefate: | would like 
Hi-Rez to not be afraid to touch 
more on the Warrior class and to 
make new ones in the future. 

Well, whatever may be In store 
for SMITE in 2015, I’m sure we as 
a community will be roaring and 
ready to take aim to whatever we 


are given! See you in January! = 


By Derrick Moody 
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COFFEE BREAK 


To celebrate the end of the Odyssey, we've got a themed wordsearch for you! 


All of the words inside are items within the Odyssey. 
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By Tanner Schelle 


Loki Doesn't Do Well With AA Mages: 
Freya can actually “Banish” Loki’s “Decoy” - This means that if you KNOW 100% that a Loki will be in the 
Solo lane, Freya Is actually a hard counter to him. She can deny him his main form of wave clear and beat 
him silly while he attempts to clear wave with basic attacks. If he doesn't use basic 

attacks to clear the wave and he just lets minions hit tower then he is getting no gold. 


His best bet is to 100% aim for a kill lane and try to kill Freya (easier said than done). 


Zeus’ “Chain Lightning” actually bounces off of decoy - so while there is little chance that in 
a lane Loki would be close enough to his decoy, if he ever went to go close the distance and 
offensively engage Zeus, he should just chain lighting the decoy and get as close to it as 


possible to ensure that Loki takes maximum number of bounces possible before detonating. 


Chronos is King of Self Heals: 


Typical self heals can be countered by Divine Ruin, Brawlers Beatstick, and Weakening 


Curse. Chronos’ “Rewind” isn’t technically a self heal though - it rewinds you back in time 8 
seconds without regard for “Healing you up to the health you were at eight seconds ago”. So 


unlike a Kali about to kill her target and gain full hp, he can't be countered by anti-healing items. 


Mystic Mail Magical Magnetism 

Cabrakan has amazing synergy with the item Mystical Mail. His second ability, “Refraction Shield”, 
gains a 1 second stun at 5 ticks of damage. Building these ticks of damage on an enemy god is 

not only hard, put painful. It means they will be hitting you with powerful basic attacks or ability 
damage. It’s a bit easier if you can just stand in a Poseidon whirlpool for a few ticks but such things \ - 
aren't always readily available. Mystic Mail can tick on an enemy god and grab minion aggro without <K ZI 
wasting any abilities on the enemy and without actually having to get in close enough to use a basic 

attack (which is hard). The archers will build your passive in a matter of a second and voila, you have 

a stun whenever you want It, as well as a full protections buff of up to 40! Mystic Mail also works great 

with his third ability, “Tremors”, because of the AoE nature of the two. “Tremors” helps keep them a , 


in range of Mystic Mail and Mystic Mail acts almost as a natural damage buff to his “Tremors”. 
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BATTLEGROUND oF THE GODS 


“Smite's unique camera angle alone is enough 
to set it apart from other MOBAs, and a 
* developer Hi-Rez didnt stop there. Each map 
is polished, every God looks and sounds great, — 


and exceptional Match of the Day modes offer git 
plenty of variety” -[GN a A 
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CRITICALLY-ACCLAIMED 
3D ACTION MOBA 


SMITEGAME.COM 
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Newest God Release: 
Awilix - Goddess of the Moon 


See You Next Issue! 


